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COMPOMEMTS

30 Wild Tokens

iNTRODUCTION

It's the 1920's and your career as a general contractor is about to
take off. You have just launched your own company, overseeing
construction for the real estate tycoons in a rapidly expanding
metropolis. However, fierce competitors are nipping at your heels.
Will you be able to motivate your workers to keep up with the flow of
lucrative contracts coming your way, or will one of your erafty rivals
find a way to surpass you?
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6 Double-Sided Neighborhood Boards
1 Score Board

2 Market Strips (8 pieces)

78 Building Plan Tiles

98 Meeples (16 clear, 16 navy gray,
13 blue, 11 purple, 1yellow, 8 brown,
8 green, 8 magenta, 7 black)

285 Cubes (80 clear, 60 blue, 60 brown,
60 nawy gray, 25 orange)
4 Player Tokens o
BRollingBoxes
72 anershi[igMarke.rfsf >
(18 in each of 4 player colors)
StartPlaverToken
12 Ad Tiles ¢ 13 Target Tiles
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OVERVIEW

In Rolling Heights, you will be “rolling”
meeples that represent your workforce.
Meeples that land upright are energized
workers who transport building materials
to your various construction sites and carry
out special actions, while meeples that

lie on the ground are exhausted workers
who need to rest. You can try to push

your workers, but push too hard and your

employees will revolt and go on strike!

Materials come in the form of plastic
cubes that you stack to construet three-
dimensional structures on the board.

Completed buildings bring you prestige and
additional workers to help you construct

even taller buildings, including skyserapers.

These landmarks will define the cityscape -
for denades—ev'en eenturi‘es—toeome_;.,m;

What great hmghts will y u raaﬁh,‘ %

SET UP

1. The 6 Neighborhood boards each havean A sideanda B side.

Depending on the number of players, flip the boards to the following sides:

& 2players: Useall6 A sides.
& Jplayers: Use 4 randomly selected A sides and 2 randomly selected B sides.
& A players: Use 3 randomly selected A sidesand 3 randomly selected B sides.

Arrange the 6 Neighborhood boards randomly in a 2x3 grid as shown to form the map.
(The icons on the boards do not all have to face the same direction.)

Place the Score Board next to the map as shown.
Place the 2 Market Strips alongside the map as shown.

Sort the Building Plan tiles into 2 groups based on the backs of the tiles and shuffle them face-down. Stack the
[EVAEL [ tiles face-down by the draw area on Market Strip Level 1 and lay out 9 tiles face-up along the indicated
spaces on the strip. Do the same with the 5\/3L2 tiles and Market Strip Level 2.

Sort the cubes into piles by eolor.'(‘}pu méy"“l‘éa\m the miscellaneous ‘ cubes to the side—they won't be needed
until near the end of the game.) We recommend making a pile of each color cube on either side of the table, so
they are easier for all players to reach. Depending on the number of players, remove the following number of
cubes (except misc. ‘ ) and return them to the box;
& 2players: Remove 25 cubes of each color.
¢ 3 playgr.s RemovelB cubes of each color.
e 4 playe'rs Use,all the euhes‘ S ;

§ .Sortthe meept@sby‘coln‘ "and "aee them nearthe boards to furm the supply

Score <4 for each
neighborhood where
you have the tallest
completed building.

S | Pericolumnjwith j f | Pert&siinithe
\%/‘ onejomorelofiyours - - (S 4/° | largestcontiguous
completed'buildings’ . [ grouplofi4;:.
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The building type matches
the Ly bonus indicated on the map
space, so this player would score 3.

X

~ Tile Anatomy
% Stacks of cubes required
to complete the building

Building Name

§ | AN

VP and/or meeple(s)
gained for completing
the building

JUARENY

Meeple Ability

- Aplayer's turn consists of the folrlyowinﬁf‘l} ﬁhaé’é.s;

-1 PREP: Roll your meeples.

STARTING PLACEMENT
AMD BUILDING PLANS

Randomly determine a start player, who takes the start player token. Then, beginning with the last player and going
counter-clockwise, players will select their starting Building Plan and starting location on the map.

A player may choose any of the face-up Building Plan tiles along Market Strip Level1and place it on any land (not
water(}) space on the board that does NOT show a @ icon (which indicates cubes must be spent to build there).

If the space awards Victory Points @ for a specific type or types of
buildings and the player places a matching building type there, that player
immediately scores those points and moves their player token along the
score track.

After placing the tile, the player should place one of the ownership markers
of their color on the tile.

The players following in counter-clockwise order do the same but may NOT
place their starting tile within 2 orthogonal(@? (not diagonal) spaces of
another players tile. v

Continue until all players have placed a starting tile on the map. Slide down (in the direction of the printed arrows)
the remaining tiles along Market Strip Level1to fill in the blank spaces. Then refill the remaining blank spaces with
[U3VEL [ tiles from the draw area.

- Now all players are ready to begin, and the startihg player should take their first turn.
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PHASE |: PREP Cocked or Stacked Meeples

Sometimes meeples will end up stacked

# Ifyou have 10 or fewer meeples, you will roll all of them. (At the start of the game, you have 4 meeples. £3E39REB) on top of one another after a roll. This is
# |fyou have more than 10 meeples, choose 10 of them to roll this turn and place the rest to the side of your play ﬁne—jus't count them as whatever position
area. They will not be used this turn, but you may choose from them to use on future turns. The meeples you theyarein.
CHOSRI 0 iU e ~ Sometimes meeples will land such that
Roll all of your active meeples in your rolling box. Meeples will land in one of 3 positions: | they are leaning against a side of the box or

another meeple and are not clearly in one
of the 3 positions. In these cases, take only
those meeples in question and re-roll &)

g) WORKING STEADY Sldeways o them until they land in a clear position.

Sometimes meeples will land outside
your rolling box. These meeples should
be re-rolled (&} until they land in a clear
position inside your rolling box.

Cocked meeples with unclear
position. Re-roll only these.



How to Resolve a Strike
(SEryl If you had 1 Working

Hard meeple and 2 Working Steady
meeples, you would have to return 1 of

the meeples to your box as Exhausted.

You then gain 1 Wild Token & from
the supply. Finally, proceed to your
Main phase.

PHASE 2: RiSK

Choose whether to stop and move on to your Main phase or push your luck and attempt to rally your workers.

If you choose to rally, take all of your 131D meeples from your box and roll them again.

2

*

If all the meeples landed Exhausted, you have “busted” and your workers become angry and go on strike

(see below).

If at least one meeple landed or @YTLLTTTEITTND, take out from the box all the
Working Hard and Working Steady meeples as normal and add them to the others in front of you on the table.
If there are any Exhausted meeples remaining, you then choose again whether to stop and move on to your
Main phase or continue pushing your luck and attempt to rally your workers again.

STRIKE!: When you bust, you must select half (rounded down) of your current Working Hard and Working Steady
meeples and put them back in your box as Exhausted meeples. You then gain 1 Wild Token from the supply.
Finally, proceed to your Main phase.

PHASE 3: MAIN

During this phase, you may, in any order you choose:

*

9500 ¢ o

Activate your meeples

Buy and place I new Building Plan
Use Wild Tokens B3

Make Commodity Trades
Construct buildings

Complete buildings

Activating Meeples: | e
You may activate any ofyourand E)WORI(INGSTEADV meeples for their respective abilities.

You may do so in any order you wish throughout yourturn before after and in between other actions.

; As each meeple is activated, plaoe itflat on |ts baok to the side ofyour play area. That meeple cannot be activated
fagaln during this turn. f :




The Meeples

PUBLIC SERVANT

£ CREEN

A XL green £3 meeple lets you upgrade @ any 1 of your
=13 meeples into a Working Steady meeple or upgrade.any

1 Working Steady meeple into a meeple. A Working
Hard green €3 meeple lets you upgrade & 2 of your meeples or upgrade
1 Exhausted meeple directly to a Working Hard meeple.

4 Youmay NOT use this ability to reactivate a meeple whose ability has
already been activated that turn. (R meeple can never be activated more
than once in the same turn.)

& You may NOT use this ability to take non-active meeples set aside at the
start of the turn and make them active.

¢ You may NOT use this meeple’s ability to upgrade.other
Public Servant £3 meeples or itself.

: PUBLIC FIGURE

{B PURPLE

CARPENTE

* & BROWN i Gain 1wood ‘ if Working Steady and 2 wood ‘ if Working Hard.
consTrRucTion £ Pl

‘ xo RKER_ Gain 1 concerete ‘ if Working Steady and 2 concrete ‘ if Working Hard.

NAUY GRAY e s :

ARCHITECT :

Q ¢ 0LERR Gain 1 glass@ if Working Steady and 2 glass @ if Working Hard.
RIVETE ;

* @ BLuE R Gain 1 steel ‘ if Worklng Steady and 2 steel ‘ if Wo kmg Hard
POLITICIiAN :

Q ¢ VELLow Gain @ on the seore traek if Workmg Steady and @Jf Workmg Hard. .

, 'E’XEC UTIVE A \Norkmg Steady‘vmagenta ‘ meeple,pro\ndes 2 lﬁ' foryourturn
. @B macenTA A Workmg Hard magenta‘ meeple prowdes 4 lﬁ' for your turn.

(0% The supply of cubes of a given color
will eventually run out. This will trigger the
addition of the miscellaneous ‘ cubesto
the general supply and MAY trigger the end
of the game. See page 10 for more detail.

~ Spending Power; Magenta @8

- meeples and some purple €3
meeples provide virtual Spending
Power , which can only be
used that turn and can be spent on
anything a physical cube can be

- spenton, EXCEPT for constructing

~ buildings.

Do NOT take‘eubes from the




(3rErmtz The Toy Center Co. building
plan and Mayor's House building plan

to purchase.

both cost 2 @

[SEnTB If you did NOT purchase

the building plan in one of these
spaces, add 1 Wild Token ato each
plan at the end of your turn.

ks ¢ ‘
AR

! - youwish dunng your turn. There are“Z types 0
D mdmated on the score board: ;

N

You must be able to pay the Market cost of the Building Plan and any additional placement costs, depending on
where you place the tile on the board. If you cannot pay the full costs at that moment, then you cannot buy that
tile. You may not buy a tile and save it for future placement.

Buying and Placing New Building Plans: ?
ONCE on your turn, at any time during the Main phase, you may buy and immediately place a new Building Plan.
AlL18 face-up Building Plan tiles in Market Strip Level 1and Market Strip Level 2 are available for purchase.

Market Cost: The Market cost of the Building Plan is the number of cubes @ printed on the space on the Market
Strip next to where the tile currently lies. Pay this cost with any mixture of physical cubes (returning them to the
supply) and virtual Spending Power you have for this turn.

If you purchased a Building Plan tile but it was NOT one of the 2 Building Plans farthest from the Draw Pile in its
Market, place a Wild Token from the supply on each of those 2 tiles (at the end of your turn).

Next, place the Building Plan tile on an empty land (not water@) space on the board. Immediately score any
\lictory Points @ printed on the space if matches the indicated building type.

Placement Cost(s): If the selected space on the board has a
icon, then it is prime real estate and you must pay the
cost indicated. Additionally, if the space is not orthogonally
<@> adjacent to a Building Plan tile you already own, you
must add 1 @ cube to the cost for each space between X CoEs
the selected space and your closest Building Plan tile '
(measured 0rth0g0nally<@> not diagonally).

5l cainal =

Finally, place of one your ownership markers on the
Building Plan tile to indicate it is yours.

[V 0wnership markers are unlimited. If you run out, use some other marker to keep track.

Wild Tokens:

Wlld Tokens f&g . are acquired from busting or from buying a Building Plan tile
«with 1 or more tokens on it. During your turn, you may discard a Wild Token J&3 .
back to the supply to gain 1 cube of any color. You may do this any number

of times during your turn.

At the end of the game, any unused Wild Tokens | . you still have are ﬂlpped
and are wqrth‘{ eaeh

..lll]IlﬂWm.l

‘ Pay £ @to gam]wooda or Eﬂﬂ 1% ‘ or.glass:Oeube A B

03 Pay 3 @to gain 1 steel

&f




Construeting Buildings:

Each Building Plan requires a specific set of cubes to be placed and/or stacked on the tile to complete the building. 2 n n n
The necessary cube colors and stack heights are indicated by large icons in the center of the tile and repeated by small Stacks: These icons are a reminder
stack icons printed on the left side of the tile (since cubes will be placed on top of the larger icons). for how many cubes (wood ‘

concrete ‘ , glass Ea ,and steel

) are needed per stack to complete
the building. For example, [8]
indicates that 3 steel ‘ are needed.

At any time during the Main phase of your turn, you may add any number of cubes you've gained to your Building Plan
tiles, placing them on the appropriate stacks.

@ Cubes placed on Building Plan tiles can never be removed or moved to another tile!
& Spending Power CANNOT be used to add cubes to Building Plan tiles!

s
(3= To complete Uiceroy House,
- you must place 2 single wood cubes

[0][0 and 1 stack of 4 wood cubes [@]

Completing Buildings:

Once your Building Plan tile has the indicated number of
cubes on it, the building is complete, and no more cubes
may be added to the tile.

* Vouimmediatelyseorethe\lietoryPoints@ S — o S , el r'_‘--‘
listed on the tile, advancing your player token on o B, | =2 —
the score track.

1= Some buildings score variable @
These buildings are described on page 11.

& You also gain any meeple(s) depicted on the tile
from the supply. If a single depicted meeple has
2 different colors, you choose 1 meeple of either
of those 2 colors to gain. Meeples gained this way
are non-active and are set to the side of your player
area. They may be used on your future turns. { 5

o Finally, take your ownership marker fmhlthe-hle
and place it on top of o‘ne‘of‘the cube stacks t‘f oy
indicate that the building is complete.
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MISCELLAMEOUS CUBES

Nhen the supply of cubes of 1 or more colors runs out, immediately add to the supply all the miscellaneous 9 cubes
that were set aside at the beginning of the game. These can be used as substitutes for cubes of any color that has run

out and can now be gained by any player.

& These cubes represent only the color of the cube the
player otherwise would have gained. These cubes do
NOT funetion as a wild color or Wild Token (B .

& iscellaneous ﬁ cubes can be used to construet
buildings, but only if all cubes of that color have
already been added to buildings. You must construct
with actual cubes of the indicated color first.

& |fyou spend cubes in commodity trades or buying
new building plan tiles, you must spend the
miscellaneous cubes first.

GAME END

*

2

Miscellaneous 9 cubes are not finite. If you run

out, substitute another marker to keep track.

It is possible that you will return cubes to the supply
during your turn and then they would be available

to gain, so carefully consider the order in which you
choose to gain and pay cubes, as it may affect the
timing of when the miscellaneous cubes come into
the game and, possibly, the trigger of game end.

When all cubes of 1 or more colors have been construeted in buildings on the board, game end is triggered.

(This will often, but not always, oceur on the same turn the miscellaneous

cubes are added to the game.)

Finish the current round until the last player in turn order (the player to the right of the start player) has completed
their turn. Then complete 1 more round of turns. All players should have an equal number of turns.

SCORING

First, score the 3 Ad tiles on the score board. Each
player scores for all 3 of these, advancing their player
token on the score track aeeordlngly

kY .-Next eaeh player should ehoose1 OfthEIl' 2 Target
- tilest tn seore revealmg it to the otherplayers and
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BUILDING CLARIFICATIONS

For Public Figure £3 scoring
abilities, calculate {4 according
to the current state of the board.

FAIRGROUMNDS

| Gain <2 per A
within 3 spaces.

MAYORISIHOUSED)

y > |Gaina 8o
¢ HIEIES S

FAIRGROUMDS:
When counting your Y within
3 spaces, count orthogonal

(not diagonal) spaces.

MAYOR'S HOUSE:
Gain 1 or 2 Wild Tokens B
You may discard the Wild Tokens

immediately for cubes.

(PRITZKERZO0))
W Gain @ per < .
3 Gaina @

Convertag3intoa

P
=

= (RAUUER REUS3 )

PRITZKER ZOO:
~ When converting, take 1of your
Construction Worker #& meeples
from anywhere in your play area
~ (active or non- actlve activated
or not yet actlvated), returnitto
the supply, and takél{ Executive

¥ 50 ) No effect. - -
Sacrificea . j

£ This turn cubes may
be placed on spaces
ofany color.

HAUNTED HOUSE:

The meeple you sacrifice can be

of any color. It can be an active or

- non-active meeple, and it can be a
meeple whose ability you already
aetivated that turn innluding tH

'same state (active or non- autw
~ activated or not yet aetlvated)

VUariable UP: Some building plan tiles have variable
icon. The building plan will explain how to calculate the @

when the tile is completed.

TUmBLE PARK

BE -

. *  Gain <3 per P [em.

2 3 Gaina @

% Gain \1}\ per completed
7’ &l of yours.

S

TUMBLE PARK:
For Public Figure £3 meeple
scoring, ineompletelﬂand other
players C™ don't count.

BiGGIE!S BALLPARK

l!] * Gain <2 per b @ | .

Gaina .

/ Converta # intoa

BiGGIE'S BALLPARK:
IWhen converting, take 1 of your
Carpenter £3 meeples from
anywhere in your play area (active

or non-active, activated or not yet
~ activated), return it to the supply,
~ and take | Executive @ meeple
vfmm the supply. This new meeple

should be placed in exactly the‘

and posmon (Working Har
Workmg Steady, or Exhaus‘ted

@ indicated by the ¥
scored immediately

BotAmicAL GARDEMNS

. * Gain 3”per<-I-nt‘

Gain @ perworking hard &.
/ Gain \? perworkmg hard &.

BOTAMICAL GARDENS:
For Public Figure £3 meeple
abilities, seore@ or@for each
of your Working Hard Architect £3
meeples. Do not count Architeet £3
meeples that are Working Steady
or Exhausted.

Score <1 peré' empty, S
space (including @ spaces

. GAMBREL MUSEUM:
- Score @\fureaeh empty
orthuganal @ (not dlagunal)
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AD CLARIiFiCATIONS AdMarter REFEREMNCE

BuildingType
means orthogonally (not diagonally) adjacent. ey
Wl A A A% o W
: Lose <1 per «}» _
| Fach &Y, 45, and [ that is € to your &™) : nlyE . oY 4] [y ekl
causes you to lose €. Each CM s scored e e G
individually, so if you ha\leﬂﬂ)thatare@> B s e W PARK Clvic
toth ) ld 1 3 RESIDENTIAL COMMERCIAL iNDUSTRY
0 the same f2Y L i @ 9 Count all of your owned building plan tiles, not
2 Each of your completed @ buildings scores @ just completed buildings. If there is a tie for Meeples
for each @ building that is any of the 3 indicated the neighborhood with the most M, all tied
types (@, M, ). neighborhoods will lose @for players. ﬁ * ﬁ
3 Each ofyoureompletedﬁbuildings scores@ 10 Ifthereis a tie for the neighborhood with the most ARCHITECT CARPENTER RIVETER
for each @ building that is any of the 2 indicated 53 players can re-score 1 of their buildings in £ CLEAR € BROWN % BLUE
types (53, &), plus each @ space. each of the tied neighborhoods.

4 [\ contiguous group of% is 0rth0g0nally<@> I If players are tied in a neighborhood for the most é} ‘ *
adjacent to each other. completed buildings, they all receive @

7 When re-scoring, add up the @from all your 12 |f players are tied in a neighborhood for the tallest P%"Elfomn COT;LRRUK(;EO” Eﬁ;:}:ﬂ:ﬁ
f}? divide in half, and round down. completed building, they all receive @ A NAUY GRAV
TARGET &€ means orthogonally (not diagonally) adjacent. ! puBLic city PUBLIC

FIGURE PLAMNMNER SERVAMNT

CLARIFICATIONS Owec  Awe Qo

Targets that score @ for meeples count ALL of your

s meeples (active and non-active, activated and not s Resource[Cubesi :
— Target Number activated). AR
TARGET : ‘ 0 N s @ ‘ ‘ iﬁ @

COI'ICRETE misc.

3 Fach ofybﬁr.eﬁmpleted buildings scores @ Gl

; foreaeh@buildingthatis any of the 3 indicated
; COMPLETED %’EIIMDI.ETED | / types (ﬁ - @)-

} vgummpletedrﬁ score @ per , 7 If your completed buﬂdlng is <@>to more than

b completed & | rmlt‘A




